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Thoughts  on 
Scripting  Comic  Books 


How  to  Draw 


To  be  a  comic  book  artist  you  have  to 
be  able  to  draw  a  wide  variety  of  things: 
people,  cars,  trees,  buildings,  guns  and 
any  other  crazy  thing  a  writer  can  think 

drawn  wiii  pull  the  reader  out  of  the  reality 
of  the  story  and  make  them  notice  how 
messed  up  your  art  iooks.  Not  good!  If 
you  are  drawing  a  panei  where  Mr.  Hero 
is  pointing  to  the  sky  at  the  attacking 


is  broken  at  the  wrist.  Your  art  is  a 
servant  to  the  story;  the  whole  point  of  a 
comic  book  is  to  teii  a  story.  What  you 
draw  shouid  enhance  the  story,  make  it 


In  this  articie  I  wiil  show  you  the 
process  that  I  go  through  to  draw  guns. 

the  things  that  i  have  done  to  heip  i 


understanding  of  how  to  draw  a  cool  gun. 
I’m  not  saying  that  this  is  the  oniy  way, 
it’s  just  the  way  that  has  worked  for  me. 
For  those  who  pay  attention,  you  may 
recognize  that  many  of  the  principles 
that  I  will  be  talking  about  apply  to  drawing 
in  general,  not  just  drawing  guns, 
although  guns  are  the  exampie  i'il  use 
today.  There  are  no  short-term  solutions, 

time  realiy  learning  how  to  draw  a  gun 
than  to  struggle  with  “faking  if  all  the 
time.  So  let's  get  started! 


for  drawing  a  gun  is  a  gun.  So  your  next 
step  should  be  to  go  out  and  buy  a  few 

really  cool  looking  guns  are  illegal.  A  little 
more  practical  and  much  less  expensive 
option  (and  one  that  your  Mom  would 

good  pictures,  and  buy  it.  The  Internet  is 
very  helpful  as  well.  Each  branch  of  the 
U.S.  Military  has  a  website,  and  on  their 
sites  they  have  sections  with  photos.  You 
will  undoubtedly  find  good  gun  reference 


your  sketchbook  and  draw  the  gun,  I 
mean  really  draw  it.  Draw  every  line. 

Draw  the  texture  on  the  grip,  draw  the 
way  the  light  hits  the  barrel,  just  draw 
the  heck  out  of  the  gun.  Don’t  worry  if  it 
takes  you  a  while,  invest  the  time  and 


)se  gun  drawings. 

together.  These 
drawings  will  serve  as  the  raw 
information  that  your  memory  will  use  to 
pull  from  the  next  time  you  draw  a  gun 
from  your  imagination.  The  more  you  put 

comic  pages  you  must  draw  ultra 
realistic  guns,  each  one  based  on  a 

anything  wrong  with  that).  What  I  am 
saying  is  that  anything  you  draw  shouid 
look  convincing.  It  may  not  be  100% 
accurate  to  reality,  but  it  should  look 
“right.”  The  above  exercise  will  begin  to 

together,  and  what  they  really  look  like. 
Understanding  what  a  realistically  drawn 


•  because  you  will  know  some  basic 
a  gun  works,  when 


FfT? 


ART  BOARDS 


:  859-282-9412 


iiiiiiiii: 


WWW.BLUEUNEPRO.( 


859-282-0096  / 


WWW.BLUELINEPRO.COM 


859-282-0096 
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Sketch  Magazine  provides  valuable 
information  for  comic  book  creators, 
including  tips  on  writing,  penciling,  inking, 
lettering,  computer  coloring,  marketing  and 
other  technical  aspects  of  the  comic 
profession. 
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DIGITALLY  PUBLISH 
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